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WHAT IM THE 
by Nik* Mi kesh 

Thank you to Joa rugate for the magnificent HIUB ads 
in Travellers* Dig*st. 

Product neust naahbacfc and 8 * cond Survey ar* 
canc*ll*d in favor of R*b*llion r*lat*d adv*ntur*s. 
D*n*b Sourcabook is ponding, and will probably b* 
released mm a DBF ftfoduci* ormfw Saptlwatititim im n«w a 
book of exploration adventures cum sourc* aaterial. Tha 
next SOU r*l**s* for HegaTraveller will probably b* 
Khightfall, tha first ofa related series of Rebellion 
adventure books in th* tradition of Th* Traveller 
Adventure and Sky Raiders trilogy. 

tmiohtfmlt ~ tmbmiiiom mmtholoof volaae / 
ffaile cosdmrtieo rasa romtimm trade im WmssUim 

thm sorid yoa ara oa is #addt»Iy overee bf _ 

forces im a smr prise mssmmlt from orbit* flow primers 
of mmr mitk wornr stmrship comfisemted, pom mmst escape 
the grip of Lac**'* forces ase* tract does year mistime 
stmrshim. Wmrimg fomr 
stmmble mmom mm ernes ii 



laces'* 



toe grip of Lmcem's forces mm* tract mourn soar missfmg 
stmrship. Wmrimg fomr mmmreh for year fort ship, pom 
stmmble mmom e* ernes img dircoverr tftat coald pmt mm mm* 
to this cerse* ratellioaasca aad far ail ... 



Incidentally, vardahip 
aoving from SOU to 
Miller's 
author" 
auch 
that 



of Traveller has been 
hands of DSP, 



lng a froa SOU to th* hands of 06F. 

k^vm *rse tsr-a 



defacto 
n MR is 



. Its stil 
But th* c 
confidence in 

^f. to review anything 
. aost of the dialogue 
these days, between HIWB and tha iesignere, is vithJoe 
Fugate instead of Here. 

2S!*f? J**** * aocoae a 

contributing editor to Digest for a new coluan. Source 
information for each sector will likely be expanded to 
include a discussion of Rebellion Involvements in that 
frf*-^^?-** 11 -? 0 "! 1 JPRortunitias for adaption of HIUB 
literature into of flcial press. 

Jaaes alao_ suggested an excellent reference to^those 
working on theflaseilia rVoJect. White Bwarf SSS 
."fr lends ^in High Places" and^SS "Scenes Froa Courtly 
Ufa." both witting by Siaon Wcholson t involves 
excellent aaterial regarding interplay eaang nobles and 
nobis houses applicable enough for Traveller. 

Tha ^adventure in Challenge SSS. "Courier, " sent to 
areas before it could benefiT froa #hil Milan 1 ! uork in 
Wiese pages. However. "The Invasion of Corridor" 
reaalns a very useful docuaent^ 

Here 




of on-line 4 mo\mnt\grm playtests. Sector 
pre-publication aaterial Is up in the BP library for 
review. Set involved in product devel o pain t . Ana you 
can ^aend electronic sail direct to aany HIUBers r 
including SO EDUAROS! 



CHA X RSOPHON T 



Dear Fallow TRAVELLER: 

Two new influences will greatly enhanee the future 
of HXtfG: GEnie and the releaaa of 
SECOND SURVEY (SS) data* 

GEnie 

GEnie 1» the Bui latin Board Service (BBS ) of 
Ganaral Electric . Thara ara now about 1 50 , 000 
ntnbtrs of GEnie, so it is not a trivial BBS likaly 
to fold soon* Soma 15% of HIWGars ara alaady 
members of GEnia. Each HIWGar night consider 
wether or not thay can or should join GEnia* About 
half tha HIWGars probably could enhanse their 
HIUGlng If thay Joined. 

Tha following groups cannot join GEnia 
profitably: 

(a) thosa with no computer 

(b) U.K. HIWGara; 

(c) APO/FPO HIWGars (it is hard to run a lina 
out to a ship at sea! ) 

(d) rural area HIWGars (long-distance phoning is 
required, staking connaction with GEnia axpanaiva. ) 

Except for tha most waalthy HIWGars, ona needs 
to considar tha cost. By tha way, no member of 
HIWG profits from racuiting new members to GEnia. 
It is a worthwhile aarvica that HIWGars can enjoy. 

Tha cost of a Modem, or othar aquipaant to 
anabla your computer to hook up to GEnia and tha 
software to drive tha connaction should be taken 
into account. Costs vary so much between types of 
computer, X really cannot help you hare. Mine 
probably represents the low end: $30. 

Thara is a one-time, initial $30.00 charge to 
hook-up to GEnia . This includes two hours of 
hook-up and a couple of how to use GEnie manauals. 

Genie costs $18.00 per hour hook-up during prime 
time ( 8AM-6PM local time on week-days ) . During 
non-prime time the cost for one-hours hook-up 
depends on your modem; 

Baud Cost 

300 S5.00 > 

1200 $6.00 
2400 $10.00 
If you use mostly mail services, the high speed 
modems give you an advantage. If you like to chat 
live, the low speed modems give you an advantage. I 
presume the higher speed modems cost more. 

GEnia stay alsp charge a premium at most* phone 
numbers for the higher speed modems. This varies 
from area to area. 

There seem to be four usable features of GEnie 
that are useful for HIWGars : 

I- E-mail, or electronic mail: this works much 
like normal mail: except the letter is immediately 
available to the reciever. it costs more than 
normal mail if sent to one party. However, HIWG 
has multiple lines of communication. Rarely is 
anything said in HIWG that is not useful to several 
recipients. It is almost as easy to send a letter 
to six addresses as it is to one; and the cost is 
the same! For multiple addresses (say a letter to 
everyone working in the Sylea Domain) GEnie E-mail 
is less expensive than regular mail. 

2. BullBoard ( short for bulletin board): These 
are places where people post messages for all to 
read. Currently there several such places devoted 
to TRAVELLER, MEGATRAVELLER , and HIWG interests. 
This is a good way to say something to everybody, 
at a reasonable price. 

3. Confab (Also called live-wire conferences): 
again, this is my title where Confab is an informal 
term for an informal conversation or chat. I'll 
try to have a monthly HIWG confab on a different 
subject each month* The first ona, on 4 May was on 
the subject: The Vargr Invasion of Corridor. While 
these meetings do not produce a goodly amount of 
information, it was good to talk to six other 
parties interested in the subject. 

4) Data/Program Transfer: I have yet to enjoy 
this. But it is possible to upload and download 
both data and programs . Joe Fugate of DGP is 
currently placing sector blocks of SS Data where it 
can be retrieved by any GEnie member. There are 
also BBSs available for each type of computer where 
ona can get additional programs for their computer 
or help with problems specific to that type 
computer. 

ATLAS Companion Data 
The Universal Planetary Profiles (UPPs) that ware 
originaly developed as companion data for ATLAS OF 
THE XMPERIUM (GDW) and which are being worked for 
future release with SECOND SURVEY (SS) will be 
shortly available for the use of each HIWG Sector 
Analyst. Distribution of these data began about 
tha first of May. It may be the end of June before 
each HIWG Sector Analyst receives his/her data - 
but it is comming* 



This data will unleash HIWGlan creative data* 
It was a constraint to creating structure within a 
sector knowing that SS might erase what evar was 
created. How the creative power of the Sector 
Analysts can be released. 

Some of the things HIWG Sector Analysts who have 
data (some Sector stats have appeared in various 
locations in past TRAVELLER literature) have done 
are in the following list. This list is net 
exaustive. 

1) Create Duchies (ganaraly sub-sectors), the 
Duchy capitals, the numbered fleet HQ site anc 
create Dukes/Duchesses and Admiral characters whe 
hold these posts* 

2) Create Counties (4 to 14, usually 6 or 7 per 

sub-sector/Duchey ) , County seats, anc 

Counts/Countesses . 

3) work with Faction analysts to determine the 
"side* of each created member of Royalty. Remember 
a noble may wish to support one faction, but say be 
compelled to support another* 

4) Check the outline map: "Droyne Worlds in 
Charted Space" for Droyne/Chirper planets and 
assign specific locations* 

5) Determine Sector and/or aubaector HQs for tha 
MegaCorporatlons . Determine the impact of viand's 
recall of it's three MegaCorporatlons. Devise any 
significant non-megacorporations which have a major 
Influence in your sector, or several of your 
aubaector*, 

6) Recall that the SS data is as of about 1060, 
but data is needed for 1116. The size of the 
planet, it's hydrographic percentage, and 
atmosphere should not change markedly in 56 years 
( atmosphere might change one number , if heavy 
pollutants are being discharged or if a 
terraforming project is underway). The population 
could change upward, if the planet was 
underpopulated to start with (this is probably a 
rare case). The government type and law level 
could change during this time (but ahould probably 
be limited to 1/3 of the places). The Tech Level 
should increase slightly: 1 level for 90% of the 
places, 2 levels for 30% of the places, 3 levels in 
rare ( i.e. expl aine why it happened ) cases . 
Because of the expense Involved, few places will 
have increased their type starport (limit this to 
10%), In any case* updating Universal Planetary 
Profiles [UPPs] (or is that UWP- Universal World 
Profile in MEGATRAVELLER?) to 1116 is a worthy 
project for Sector Analysts. 

7) Not included in the data Is the modifiers to 
the UWP: the units of population, the number of gas 
giants, etc. You will have to invent this (unless 
all ready published). For example/ I'm interested 
in the planet Ed in GUShemege sector, a water world 
with tens of Billions in population. Is that 
10 Billion or 90 Billion? J*ll have to decide. 
For the larger worlds in a Sector the population 
must not exceed that listed in the Sector summary 
of TD10 (or was that in TD11?). 

-Ed Edwards, 
HIWG Chalrsophont 

HIWG Till Vou're Happy! 

New HIWG Pubs (order for 10 US cents per page from 
Ed Edwards, or 6 pence psr page from David Lai) 



order 
##»# 

5553 
0023 
0024 
0026 



Author/ 
pe Editor 
4 Bush 
2 Edwards 
1 Edwards 
1 Edwards 



Title 

HOW tO HIWG l M 



0530 15 Bush 
3301 6 Law-Green 

3304 1 Law-Green 

3305 8 Law-Green 

(hex apodal 

3306 4 Law-Green 

3501 4 Bush 



Viand Domain Status 
Ilelish Domain Status 
Sylea Domain Status 
HIWG Members* Directory (HMD) 
(new tndmxmA version) 
First Thoughts on Dagudashaag 
Rev 1.1 

Karyn, Duchess of Medurma 
Contact: the S'mrii 
reptiles of Dagudashaag A) 
Neurotech and the Lanciah 
Culture 

AAB Proceedings, Vol 1 
(Viand Domain fanzine) 



032.01 3 Law-Green "Cold* Nuclear Fuaion 

032.02 2 Law-Green Oh No, Not Again, (subtitle: 

Too Many Analysts Spoil the Broth) 
057.02 6 Athens The Invasion of Corridor 

T-TECH- Index 2 Athens 

T-TECH-03 18 Athens 

New Analysts: 
Core Sector: Fetters 
Verge Sector: Eckert 
Dulinor Faction: Weimar 
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VAAS* CENTS* 
Oissatcn «57.«2 
Patlip Athans, Vara* Ontfr analyst 

1»C INVASION Or OOMIOOft 

liloM is a tiaoltno .for t*« tivMlM of th* Corridor Osctor by 
C m cos fros PrwfMt. also iwcluosd i» * sap accurats as of 



So tOU IImIIm, sort** of tsa Corridor toctor or* tomtit iod by 
tootr ham location only for clarity's oak*. 



f control 1*4 toy too Corsair Allioncs 



' Arsas of iot 
■■■■■tidily on awrekk 
Potty skirofsass, ate. 



_air Activity, tofts con* 1* 
-•11 of piracy* raiding, 



r-2S • Sito of tha Csrsslr-Zira Oirka War. 
I m- Oolitoratod oorld. 
B - Sit* of ooavy oar tor*. 



Toi* should S* f Airly **lt~aKpl*natory. 1*11 losvo oor* tor 
tutors dispatch**. A* always, your tcanassf s* suggest ions, otc. 
or* oor* than **lcon*. fd life* to SO* this turn into a Cost tone* 
or TO articl* ovootually, and it w* could work too*th*r towards a 
porfoctlo autually osr ■■■SI* sconario tor too foil of Corridor - 
tost would I 



TIMElINEi Tha Vargr Invasion of Corridor 
132-1116 - 3oo~112* 



Varor C*ntsr>issatch 2 



333* Vg takss i2»* and v*9&. 

334i Vh •rrtvt at 20o6, Vh-Vg tut Us for 

337 1 Vh take* 2*06. 

350* OA *noag*s Corsairs at 0416* 

352* Vh driv*n off 2oS6- 

356* 0* dr*v*s Cor»*»rs off •♦Is. 

3*0: Vg engages ^h st 2is8. vg driv*« of f * 

362: Vg ta»*s S^ll. 

365*. QA turns fuil concentration to D*neb. 

1118 



•13: vg ta. at 

S^li Vh tSke* 1108. 

t3f»: Vh ts**» 2111. 

#33 * Vg-Vh war for 22*2 org 1 ns. 

•38» Corsair unit e**loy*d by vg r*o*l« *f 2o*s. 

•49 1 *K-Vg CorMlft t*kt 21W. 

S^«i Vg attacks Hit. 

full scsl* >My -war 'in suosoctor C b*g**« astwsss Vi 
ex-vg CorMir* §nd Vr.. 

•621 Vh take* 231 1. 

065 r Vg t*k*s 171). 

•7* J Vg tskss 1112. 

1#S » IMS obliterated. 

107* vg attack** Osoot tros I20V ond 1711 sinul tansoualy. 

130* Vg tskss Depot. 

140t Vg tskss 1515. 



ftvetor s*' 



•27 1 
*62t 



INt 

I2*t 



213i 



ttlss into long-rang* war as rival Varor oevo 
Corsair units fight over the Spoils. 

IM» 

Vh drooft out of DA, spans socond front on Vg. 
several Corsair units join e«-Vy, for* CA 
CA takes 2111. 

CA ssoins to susn corsosrd sod sninosrd. 
Mm korsff dissut** s*t»o*n Vh ond vf clc 

front. 

Major Vh effansiv* fros spinuard oogins. Vg out on 

Vh of t*nsiv#"*topdOd, Vh has tokos mt? and 1112. 

Vh driVon sack to 2**6 by CA. 

I12« 

Vf /Vh ssrd* *h sat* boundary throuoh subsoctbrs A ond st. 
132S - Vh and CA s*u***» Vg. 



•sat 

1 12 1 



Major Corsair invasion into Viand. 

Corsairs susnsd sack into Corridor by Ziru S*rk*. 



115 1 
1 ft 
I21t 
135t 
1471 
15*1 
los>i 
l«2t 
l«3i 
2Mt 
22tt 
23Sx 
23*t 
2*2t 
251s 
253i 
255i 
2*3* 
2«li 
2*5 1 
2B7i 



2*2i 



dord o< *ss**ssftat*on r*acn*s Osoot /Cor i oor sy i-bcat. 



HIT 

(Herd Of assassination r*»cH*« Varor FronTi** at 17d*. 

Vg tshos I**?. 

vg tskss 14«5. 

vg tskss lass. 

Vg takss 1^5. 

Vg tskvs 16d7. 

Vg tskss 11«7. 

OA takss Olo6. 

OA srivsn off 01IN by Corridor risst. 
Vg pus had sack to 

Oattl* far Owrioa bsatns ttm vs. Vo). 

Va claios all territory corsword of lspor>al ssrdsr. 

wyyvs class at 2ddO, vg OMvss out. 

OA rs-takss fJlsH* 

OattJo for Ourioa osds* Vg p u o i ad sac* across bordrr. 

Transfsr srdsr roctsvsd st Osoot. 

OA tskss «30a* 

OA tates OlO* asd 02S5* 

Corridor riodt aasosolos «t Osoot. 



into VI asd. 



OA tasos «21 
Corridor ris 
Vg rs-takss 1A« 
Vg rs-takss las- 
OA takss Ol*a 
OA takss 03*7. 
Vh tskss 27*1. 
Vh takss 20«i- 

0A t aM 
vh takss : 
Vg tskss lOOB. 
OA tskss •! 12. 



3t«x 
311* 
313t 
314r 
317 s 
310t 
31«» 



Cor s air raids os OVl*. 
Corsair ratds as AVI*. 
Vg takes l«OB. 
OA takss 
OA takss «2i3. 
Vh tafess 2loB. 
C or s air raids on 2VOB- 
OA tskss #313. 
vg tskss HO*, 
vg takos 30os. 
Corsair raids on 0437. 
OA takss ■210- 
Corsair raids on »6l4. 
OA takss Oil*. 



Vsrgr Cantor Oispstcn 2 




Vg • Clary of Tsarst sores im ailitsristic varor 
sovsrnsont fros rvovosco Osctsr. Hssvily 
fStlussjcdd by tbo Ctwjrcn of tho Cnos*n onss 
•Oirtsplaco* Of Oskhsos. Cooloys savors! 
■ ir units *» — ■ ' Ca nary: for ess. > 



Vh • Irrgh Manifest (s rolativoly largjo Varor 
nt tros tha ri award rr inoss of 
. Msatsd soooy of *ss s>lory of 
Taarskssrss. Spilt Sy Vg into to sac t ions. 
On* to spiooord ana on* to trailing. Ts* 
two svctions sjuickly toot- on tktir oo 
•oal» and pa i o u naliti** * tns splnvard sidv 
joining sith th* Otiarrgh rodarata in tha 
Dssttny Al Isaac*, tna trailing «id»« tswadxag 
into Corridor indsossdsstly. > 

Vf m Th* Czarrsh Foovrsto is finiKrtul Var«r oov*r^- 
sont fros rVovanca and tuglikki Ore tor*. Most 
concsrsad with fighting Morns ■* O snab Wet or. 
a^oinss sith spi award sactlon of irryn Manitsst 
to fors anti-MorriB Das tiny Alltanc*. ) 

OA ■ Oast my si 1 isocs la bast i )y-coni u uctad 

ailiasc* bot aaa n th* sainssrd soction o* tns ...... 

Irrdh Man i fast <VbJ and th* Oyarrsh rodorata ivf I. ) 



air All tone* <t*jssd mmmm saiaial in 
corsair sands jainod tbs> Vf out maws. Ossar 
tighttng fsress of both Vg and Vh tor control »f 
soriss srsuna >#Jos - bs t sssn Vgj an* Va territory.) 



fhilip AttMMS 
77t3 lanslj«|tna tans 
Otom iozk, tL 40103 
u.a. a 
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TR I L-t_ 1 OIM CRED X T SQUADRON s 
Campaign Put mm far the Rebellion 
fcy Charles Scott Kimball 

Cberles* litest project is a System Survey er tide 
for the Ant*res stmr system, Viscussion of thet enong 
MInSers m*4 BEnie pert ici pants is intriguing. Progress 
on it mts interrupted * bit by my request thet he push 
tbis TCS mrticle mlottg. The information here mey mid in 
developing the Mmssili* Projtctm it might el so h*v* 
some bemring om lmrge scele interstellar nmr rules Tim 
Moors is looking imto for W0»* 

1» tbi* *rticle T yon MM mtm find MmpmTrmvmller 
rules for the <Sree4e4 #*»M® device m*$ *20>. t 
requested this in 7S04 or iginelly in the context of * 
terror $teepon lucen might mse* - a?Jf 

1« Revenue 

Rather than fort* players to f igure out the revenue 
coming from every world of the Imperium, I have 
calculated some rough figure* on the aawunt of money 
available to each faction, using the population figures 
given for each sector in Digest #10. It is assumed here 
that every world is on a wartime budget by the end of 
1117. 





Funds 


Maximum Annual 


Faction in Hi? 


Revenue, 1118-1125 


Antares 


mm 


613 


Asian 


201 


151 (see note 2) 


Assembly 


120 


12 (see note 3) 


Daibei 


4270 


695 


Dulinor 


7660 


1247 


Gateway 


3165 


405 


Julian Protectorate 


10213 




Luc an 


27511 


4065 


Margaret 


2888 


847 


Nor r is 


11233 


777 


Sol ca*ani Confederation 


15708 


4860 


Rift Republic 


82 


8 


Strephon 


2516 


410 


Vargr 


2740 


(see note 4) 


Vega 


11065 


324 


Viand 


4438 


(see note 


Zhodani 


6400 


S40 



Notes on the above figures 

1. The first number is the amount in trillions of 
credits <TCr) available to each faction in 1117; the 
second figure is the maximum available income for every 
year after that. At least half of the star ships must be 
tech level 14 or less; this reflects what coses out of 
naval depots and reserve fleets* As for the yearly 
income, parts of it will be lost as a result of enemy 
conquests, sieges, and bombardments; the actual battles 
will determine how much is actually lost here. But in 
any case. don't expect an entire faction's fleet to 
appear in one battle — its enough of a Job to manage a 
trillion credit squadron, let alone a quadrillion credit 
one! Furthermore, in this free-for-all situation most 
of the factions are fighting many enemies at once, which 
prevents them from c o ncentr a ting everything they have in 
one place. 

Once the revenue is collected from the taxpayers, it 
must be delivered to a shipyard before it can be used* 
This can be a problem when the world is besieged by 
pirates or unfriendly navies* To keep bookkeeping 
simple, assume that the taxes are delivered 
automatically unless a world is blockaded on the last 
day of any given year (e.g., 365-1117). All revenue is 
handled by electronic credit transfer, so there are no 
gold-laden -galleons" for pirates to plunder. If taxes 



cannot be delivered, the money is usually wasted (pg. 8 
of TCS) unless it can be spent in the planetary navy* 

2* The Asian figures are multiplied by the number of 
major clans participating in the Trojan Reach campaign 
(maximum of 23 — at least six of the big clans will 
stay out of it because they are more concerned with 
possible Solomani It Zhodani threats.) In addition, up 
to 95 TCr will be available each year after the Trojan 
Reach is conquered. 

Many of the Asian ships and troops will come from the 
main body of the Hierate. Since they have to be 
transported across the Sreat Rift, expect an additional 
1-year delay before they arrive at the front. 

3. The figures given for the Assembly should not be 
Used as guidelines for the original fleet's size; they 
are based on the revenue of Khuur Lim, the client state 
supporting it in Ley subsector U Hore will be 
available from Imperial worlds plundered. 

4. The Vargr revenue initially comes from the 
Provence and Keshan sectors* Since the corsairs are not 
supported by one state like the Imperial factions, 
yearly revenue after 1117 will vary greatly, as Vargr 
states rise and fall. or simply choose to 
increase/decrease donations to the Vargr fleets. To 
simulate this, roll twice every years (once for 
Provence, once for Heshan), in the following manner to 
determine what funds become available: 

C4D-4) t TCr 13*7 
Vargr fleets, like the Assembly, cannot collect 
revenue from captured Imperial worlds in the form of 
taxes* Instead, they plunder worlds, gaining 2D times 
the normal annual revenue a world produces. Once a 
world is sacked, however, planet side life will become so 
difficult that no further revenue for any faction can be 
given mtil it recovers in the post-1125 era. 

5. Viand has for annual revenue a maximum of TCr 
1&12 ~ per year for 1118 and 1119, and TCr 722 for each 
year after that. The extra TCr 1782 is the contribution 
of the three Vilani bureaux when they move their assets 
from other sectors to Viand* host of the ships produced 
with this money will not be warships, but commercial 
transportation, with a few 0-ships, armored merchants, 
and surplus military vessels to escort the rest* This 
rule reflects the source of the bureaux funds ("The 
trouble with capital ships is that they tie up 
capital!*). 

II. Building Ships 

In TSil is a table showing the number of ships 
available to most of the factions from year to year* 
Here we have statistics like "Dulinor has 2900 ships to 
start with" and -Antares has 100 ships left when the 
fighting ends.". Before we go on from here we should 
determine just what defines a "ship." Is it any ship 
cruiser-sized or larger? Do destroyers and other small 
war ships count? what about armed non-starships like 
battle riders, monitors, and SDBs? And how many support 
ships are needed to keep a navy in top condition? From 
what 1 have read in "The Rebellion Sourcebook" and MUG 
correspondence it appears that the best definition of 
the term "ship" is a fully armed naval vessel with a 
jump drive; consequently a battle-rider tender with 
battle-riders will count as one "ship" because only the 
mother ship has a jump drive. Thus the bulk of a 
faction's fleet does not appear on the table, since most 
of the escorts (armed ships that displace under 1000 
tons), SDBs, monitors, fighters, support vehicles and 
maybe even the carriers don't fit the "ship" definition. 
Since the big ships cost hundreds of billions of credits 
and can take as long as 5 years to construct , some 
factions will choose to build only smaller ships when 
the Rebellion becomes a long-term war of attrition. 
That is probably the main reason why most of the 
battleships destroyed are not rebuilt again later, even 
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when a big shipyard in a safe location is available. 

Every fleet needs a large number of support vehicles 
that you normally don't hear about to Maintain itself: 
fleet couriers, tankers, troop transports, hospital 
ships for the wounded, and repair tenders to fix battle 
damage. It is recommended here that at least half of a 
fleet's tonnage be devoted to support vehicles- A fleet 
that is made up of nothing but battleships will burn 
itself out in only a feu battles, so you are safe if you 
can avoid being the first target it gets mad at ! 

A large part of a faction's budget, sometimes as much 
«s 50%, will go into planetary navies* To determine the 
size of a planetary navy without building every SDB, use 
the following tables 



World Population 
Table 
6 or less 
7 
8 
9 
10 



Number of System 
Defense Boats (SDBs) 



5-12 UD8+4) 
50-200 (3D6*!0) 
500-1000 (UD6*100)+400) 



The above figures are for frontier sectors like the 
Sp inward Marches, where any Imperial world that can 
afford SDBs will have them. Worlds in other sectors may 
choose to do without a planetary navy, relying on the 
Imperium to defend them instead (See Craig Sheeley' s 
article on open/closed planets in TStl>. Or some 
faction leaders (Luc an, for instance) may choose not to 
allow a world to be too heavily defended* 

Under-populated worlds, or those with a tech level 
below 7, may be defended by small craft and other 
vehicles brought in by star ships, or a squadron may 
simply be stations permanently in one system. Host 
worlds with a population level and a tech level of 5+ 
will have a Close Orbit and Airspace Control Command 
(C0ACC), whether or not a planetary navy is present; 
details on that, as well as on the local ground forces, 
have already been covered in "C0ACC" and 'The Rebellion. 
Sourcebook". 

Taking all of the above factors into account, the 
typical Imperial faction's fleet will consist of the 
following: 

Support Vehicle 2SX 
Warships, TL 15 12*5% 
Warships, TL 12 to 14 12. 5Z 

Planetary Navies and everything else SOX 

Not all fleets, particularly alien ones, are 
constructed the same way. Use the special rules below 
for constructing the fleets of each faction (note that 
some of these may be superseded by Hike Jackson's 
"Flashback* module). 

1* Antares te the Julian Protectorate: The alliance 
between these two states from 1117 to 1119 allowed their 
naval architects to share shipbuilding techniques. This 
allows Antares and the Julians to consider each other's 
shipyards as friendly for purposes of building/repairing 
ships (see page 38 of TCS). Unfortunately, the alliance 
does not last long enough for the Julians to build many 
TL 15 ships. 

In the post-1125 era it may be possible for the 
League of Antares to use TL 17 ship components, if a 
diplomatic mission can open up interdicted Sabmiqys 
first. 

2. Aslant All Asian star ships should carry a 
"Shrine of Heroes* for purposes of meditation. This 
does not have to take up much space — usually a small 
stateroom per thousand tons displacement will do. Also 
note that Asian seem to hate straight lines; in many 
pictures of Asian vehicles I can't tell i f they're 
coming or going! This ( probably will not make a 
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different in designing ships, but keep it in mind when 
drawing their deck plans* 

The personal attitude Asian take towards conflict 
plus an eagerness to get involved in it should make ihe 
Job of fighter pilot very desirable to them. I have not 
seen an Asian fighter or carrier in any Traveller work, 
so I have designed an Asian carrier and fighter, plus a 
fuel shuttle for refueling both. These will be made 
available through HIW6 Pubs. 

At first the Asian will be limited to a maximum of TL 
14, but after 1128 they will be able to build TL 15 
ships in captured shipyards like -hose at Tobia (see the 
section on control of worlds and starports). 

3. The Assembly & Dulinorx Over half of the 
Assembly's ships, and as many as 101 of Dulinor's, will 
have Suerrat crew members. Psychologically this minor 
human race is less disoriented by zero-6 than most of 
us; consequently their ships may do without grav plates 
if maximum acceleration is 2 8s, and they will dispense 
with inertial compensators if the ship only does 1 6. 
Since Suerrat prefer orbital colonies to setting foot oh 
a planet ' s sur face. thei r shi ps are usual 1 y 
unstreamlined (configuration 7-9), with small craft to 
handle the occasional planet side excursion they may have 
to take. 

4. Luc an t Margarets There are more than a few TL 
IS worlds within their territories, so some of their 
ships (perhaps as many as 10X) will have TL 16 
components* Margaret's fleets will have a very high 
percentage of support vehicles, thanks to the Curator 
Corps. 

5. Solomani: Confederation warships are designed 
like Russian tanks — they have everything but comfort! 
Host Solomani crew members will use bunks and small 
staterooms to save space and money. All ships will 
carry marines * Sol Sec agents to insure loyalty. 

As with the Asian, after 1128 the Solomani will have 
captured and retooled enough Imperial shipyards to build 
TL 15 vessels of their own* 

6. Vargr: Fleets constructed by Vargr tend to be 
composed of many little ships, rather than a few big 
ones. This is because it takes at least three y^mrm to 
construct a ship large enough to tmrry a spinal mount 
(page 33 of TCS), and it is asking a lot for a Vargr 
government to last that long; moreover, a lot of Vargr 
states do not have the funds to finance large star ships. 
Vargr corsairs the size of the 10,000-30,000 ton designs 
in "The Rebellion Sourcebook" should be a rare sight, 
especially if they come from balkanized worlds. The 
Imperial Admirals along the Vargr frontier are more 
likely to run into a hornet's nest of type VP corsairs. 

Like their robots, Vargr ships may, and often do, 
contain components manufactured on many worlds with 
varying tech levels. One possible method of simulating 
this might be to roll one die as follows for each of the 
ten systems on board (hull, power, loco, common, 
sensors, weapons, screens, life support, controls and 
miscellaneous): 



1 
2 
3-4 
5 
6 



Design TL • 2 
Design TL - I 
Design TL 
Design TL + 1 
Design TL * 2 



7. Vega* These ships are a lot like their human 
counterparts, but the dry, 0*5 6 environment of Huan 6wi 
will make a different in life support requirements. One 
way to simulate this would be to double the power 
consumption of the inertial compensators and halving the 
power consumption of grav plates. 

In JTAS §20 there was a proposal for an antimatter 
particle accelerator (called an A-PAWs or V-gun for 
short). Not long after that Ed Edwards and Craig 
Jtm 39 ~~ page 



Sheeley did a series of articles in "The Imperium 
Stable" on bow a fleet composed of 48 medium-sized 
cruisers and 1 *wgadre*dnought with a V-gun would serve 
as an excellent defensive systea v bringing an end to the 
old "battleships vs battleriders" controversy. They 
.then went on and proposed distributing nine such fleets 
along the Soloaani frontier. For those who don't have 
JTAS #20, here are the rules for the V-gun t modified to 
lie compatible with HegaTraveller: 



TL 


Power 


Volume 


Height 


rVica HCr 


15 


750000 


2700000 


600000 


300000 


16 


375000 


135Q0OO 


300000 


150000 


17 


175000 


£75000 


150000 


75000 


IB 


125000 


270000 


60000 


30000 



Threat the V-gun as a type T particle accelerator to 
determine the chances of hitting a target. If a ship is 
hit, the only screen that can save it are a black globe, 
white globe* or a proton screen. If the target has none 
of the above* or if all of those screens are penetrated, 
the target is 80NE (the "V in V-gun stands for 
vaporize**). To penetrate the screens, roll a 10-sided 
die for a black globe generators and a 6 sided die for 
each white glob* and proton screen* If any of those die 
rolls are less than or equal to the screen's factor 
number, the deadly ant i -particles have been stopped* A 
sufficient number of hits on a planetary surface Cthe 
JTAS #20 article proposes I per hex for a vacuum world, 
twice as many if an atmosphere is present) can turn a 
world into an asteroid belt. 

Note: The A-PAWS is a widely known variant, but not 
an official part of the HegaTraveller universe at this 
time. Each referee must decide for himself whether to 
allow the A-PAWS in his campaign. For my own campaign 1 
am proposing that the plan to patrol the Solomani 
frontier with HMDs was partially complete when the 
Rebellion started. In this case, one megadr eadnought 
was completed in 1113, and it was used at first to 
patrol the Banasdan tt Arcturus subsectors. It came 
under control of Vega in 1117, and was destroyed by the 
Solomani at some time between 1117 and 1119, because any 
ship with a V-gun automatically becomes a primary target 
for the enemy to take out. (A "Sink-the-Bismark* type 
mission to destroy the HND would make a good TPA for 
Solomani characters.) A second HND was scheduled for 
completion in 1118, but raids on Imperial shipyards may 
delay or prevent completion altogether. If you want to 
use the A-PAWS, there is a design for the MND included 
in my HIU6 pub on ship designs (plug, plug). 

III. Planetary Defenses 

Because of the open/closed planet rule, defenses of 
planetary surfaces will be a rare sight, but some local 
governments will be security conscious/paranoid enough 
to have them. Usually this means deep meson guns, laser 
and missile batteries. In addition to shooting orbiting 
targets, they are useful as point defenses, picking off 
incoming missiles. If they are present, use the 
planetary TL to determine what is available, and provide 
enough computers and control panels to operate 
everything. It is usually not necessary to buy a 
separate power plant i f the needed energy can be 
diverted from non-essential civilian services* (*> to 
10X of a world's revenue may be spent on planetary 
defenses rather than SDB's When resolving attacks 
between ships and planetary defenses, treat the planet 
as a huge configuration-5 target (8 or 9 for asteroids) 
with no agility and a size DM of -3. 45X of the 
planetary defense batteries may bear on a target at far 
orbit range, and 25 if the targets altitude is less than 
50,000 km — targets beyond 500,000 km are out of range. 
To hit a target on the ground, the attacking player must 
state he is aiming for one before rolling; otherwise his 



shots will hit oceans* mountains, etc, and generally 
have no effect on the defender* Treat surface defenses 
as having armor equivalent to 5 x the local TL, whether 
it is crystal iron shields, sandbags, or whatever. In 
any case the only thing that can put a deep meson gun 
out of action, short of blowing up the planet, is to hit 
it with another meson gun* See pg* 72-73 of "C0ACC* for 
mora rules on ground-to-orbit combat* 

It is also possible to protect planetary targets with 
passive defenses like nuclear dampers or meson screens 
— use the volume of the area protected to determine 
energy costs, if necessary. A planet protected by a 
black globe is absurd. 

IV. Orbital Bombardment 

So far, most of the factions in the Rebellion nave 
observed the open/closed planet rule, making this 
section unnecessary. There have been exceptions, 
though, like pirates from outside the Imperium, the 
Brinn, and Lucan's admiral who would rather destroy a 
planet than let Dulinor have it, so here is how to 
simulate events like that. 

To start with, I am borrowing a table from "Fifth 
Frontier War" to simulated the effects of bombardment on 
planetside troops: 



Die - 




- Total 


Bombardment Factor- 






Roll 


i 


3 


6 


12 


18 


24 


30 


36 


42 


40 


-2 


20 


30 


30 


40 


40 


50 


50 


50 


SO 


50 


-1 


20 


20 


30 


30 


40 


40 


50 


50 


50 


SO 


0 


10 


20 


20 


30 


30 


40 


40 


50 


50 


50 


1 


10 


10 


20 


20 


30 


30 


40 


40 


50 


50 


2 




10 


10 


20 


20 


30 


30 


40 


40 


50 


3 






10 


10 


20 


20 


30 


30 


40 


40 


4 








10 


10 


20 


20 


30 


30 


40 


• 5 










10 


10 


20 


20 


30 


30 


6 












10 


10 


20 


20 


30 


7 














10 


10 


20 


20 


8 
















10 


to 


20 








Die Modi fiers 










TL 


Modifier 




Atmosphere 


Modi fier 


15+ 




♦2 






breathable 




0 




13-14 




0 






t ai nted/host i 1 e 


-1 




11-12 




-1 






vacuum 






-2 




3-10 




-2 


















B- 




-3 



















For example, a 30-factor attack on a TL 13 world with 
a tainted atmosphere will eliminate 20X of the local 
troops on a die roll of 5; for more attacks like that 
will leave the world defenseless. Approximately 4,000 
HE missiles equal one bombardment factory 1 hit by 
nuclear missiles, antimatter missiles or spinal mount 
weapons counts as 20 HE missile hits when figuring the 
total bombardment factors. Particle accelerators cannot 
be used if the planet has an atmosphere. 

Civilians may be hit by bombardment of military 
targets. When using HE missiles there are rmrtly enough 
civilian casualties to bother counting them, but it is 
another story with the other weapons mentioned above. 
If the attacking player does not specifically say he is 
aiming for a planet's cities, roll the planet's 
population level or less for them to be hit anyway. For 
simplicity's sake, let's assume each hit by 
nuclear /antimatter missiles or by spinal mount weapons 
causes 100,000 civilian casualties, with double or 
triple results if the atmosphere is not breathable* 
Really heavy bombardment will cause fallout, 1-6 years 
of nuclear winters, and temporary or permanent changes 
in the planet's albedo. 

If a planet's population level is 5 or less, any 
bombardment will automatically eliminate the star port. 
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On more crowded planets there will be many starports of 
different grades of quality, so ovary time population is 
reduced one level by bombardment Clevel 8 or 7, for 
instances), reduced the quality of the main starport by 
one better f like from type A to type B. Reducing a type 
A, B, or C starport will also lower the tech level 
accordingly. Final ly, such a calamity may cause a 
revolution the ground, with changes in the planetary 
government * law level, but that's beyond the scope of 
this paper* 

If there is a planetoid bolt in the system, planetoid 
can be used as a cheap, clean substitute for nukes* If 
this is done, let the referee figure out how long it 
takes to get the 'flying rocks* to the target, how many 
ships are n eede d to move thes, and how such das age is 
caused by a planetoid of a given site soving at a given 
speed* 

Sonatinas an attacker will Just blockade a world from 
outside contact, rather than pound it into a radioactive 
wasteland* This won't affect worlds with a type 0, E, 
or X starport such — they're largely self-sufficient to 
begin with — but the technology of sore ma^mncmd worlds 
will suffer greatly* For every year in which a planet 
is under siege, roll the population level or less to 
avoid losing a tech level. If the tech level drops 
below the level needed to sustain life (7 on vacuus 
worlds, 5 in hostile atmosphere, and 3 in tainted 
atmospheres), the entire planetary population say die. 

V. Picking Up the Pieces 

After a planetary battle, tech levels lost by 
bdmbar dments/sieges will be recovered at a rate of i~6 
years per TL, assuming there were not permanent changes 
like a destroyed starport. In no case will a world's TL 
exceed its 1116 value until the post-1129 era. 

Mew starports say be built at a price of Cr (600,000 
* the population level * the quality rating). The 



quality rating equals 1 for a type E starport, 2 for a 
type D, 3 for a type C, 4 for a type B, and 5 for a type 
A. On high population worlds, there must be at least 
one port for every S billion people. Starports on 
bmrrm% worlds cost the sane as those for population 
level 1 worlds* 

The above prices are Just for the planet side complex. 
Type ArC ports (and sometimes B) rmquirm an orbi jai 
complex as well. It is beyond the scope of this article 
to figure out the cost of every feature in a space 
station, so use the articles on orbital colonies in 
JTA8B23 or TM1 to figure out the price for them. 

It is not possible to save credits by upgrading an 
existing starport; in most cases when a new starport is 
build, the old one is kept in use for local traffic or 
special occasions. Examples of this behavior include 
Fisher's world in High Passage *3 and Bhudusham in TD#8. 

The 5 4 0 week waiting period mention for us* of 
captured shipyard on page 30 of TCB should only be used 
in the Rebellion when an Imperial shipyard is captured 
by an alien faction, or visa-versa, when one Imperial 
faction captures the shipyard of another (e.g., Antares 
vs. tucan), it can be used to both build and rmpmlr 
ships after Just 24 weeks of retooling. This reflects 
the fact that ail Imperial factions start out it the 
same kind of equipment to begin with. After 1125, 
however, it will be a different story. By then changing 
tech levels, new ship designs, etc. will have 
significantly altered the composition of each fleet, 
making every faction's vehicles and shipyards 
incompatible with those of other factions. In that age 
any shipyard captured by another faction will require 
the full 548 weeks of retooling before it can be put to 
full use. 




VA DTI ON GOVERNMENTS 

By Mike Jackson 

Those of you that have hot yet noticed, Mike has broken into doing 
art of Traveller** Digest. His work can be found throughout Digest 
#16, 

This is the first installment of several hierarchies Hike has 
sent. 1 expect to space these out over the next few issues. - HM 



1* the Imperial Government 



SPA 



Moot 



i *- d *f Emperor ] 
^abliv^t^ 



r 



inistry 
of 

Justice 



JSB 



archduke ^ 

( Dukes j 
\ 1 ^ 

^ Counts^ 



Naval 
High 
Command 



Fleets and 
Reserve 
Fleets 



Elanetary ( >Marquis ana\ 
Courts | other planer) 
Vfcary rulersy 



System 
Squadrons 



Marines 



Army 



I IBS 



Imperial 
Guard 



Planetary Armies 
including Wet Navies 
and Air Forces 



D iagram Notes : Squares represent organizations or serv ices . 
11 ipses represent indiv i duals and the ir support ing beaucracy . SPA: 
Starport Authority - administers all starports. Ministry of Justice - 
deals with High Justice crimes (treason* genocide* etc) and dictations 
general Imperial legal policy. JSB - The Ministry of Justice Special 
Branch* the Imperium's Secret Service. Cabinet - The Emperor's advisors 
and ministers. There are some fifty ministers* all nobles from the 
Moot. Examples are minister of defense* minister of external affaris* 
m 1 nister of transport* etc. For more de tai Is* see " I mper la 1 
Government*" Third Imperial #8. 
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2* Lu can's Imperium 



Moot 



SPA 
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of 
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tary rulers 
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Marines 



Army 



Imperial 
Guard 



IISS 



Planetary Armies 
including Wet Navies 
and Air Forces 



Diagram Notes: Officially* the government still functions as in 
table 1. This represents the actual state of government. Lucan has 
centeraiized control* directly as muoh as possible. 



3. Domain Of Deneb 



SPA 



^Norris^ 



Naval Command 
CSector) 



^ Counts^ 



Fleets and 
Reserve 
Fleets 
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Army 







System 
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Planetary 
Armies 



D lagram Notes : Norr is* government 
government* all under Naval control. 
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VOYAGES 



A MAGAZINE 
OF SCI ENCE FICTION GAMING 

Voyages is taking off — brwd^ covering science-fiction 
gaming, from roie-piaying to board games, and doing so 
with a dual goal : To provide usable gaming material for 
popular game systems and even lesser known games, 
and be enjoyable and entertaining just tcnread. 

Oonl miss a single voyage! Get your Wssue sub- 
scription by sending $9.00 U.S. to: 

STARLANCE PUBLICATIONS 
50 BASIN DRIVE MESA. WA 99343 

"Adding more excitement 
to your sdence-f iction gaming.* 




NORTH COAST 
ROLEPLA Y I NO 

THE GAMING FANZINE FOR EVERYONE 

Evary issua of NCRP is full of articles 
and variants for Mny different systaas 
including: AMD, BattlaTach, Call of 
Cthulhu, SURPs, Twilight i 2000, Robotach, 
and aor*. In addition, wa offar a 
aonthly column of Travallar and "Tha 
Cantar Spraad" which has baan anything 
froa a «ini-gaa* to axtandad aodu^sj/knr 
spacific systaas. Saapla issuas «-a 
•1.50 and a 6 istuia subscription iaOMy/3 
$6.00. Addrass ordars to 



Barry Ossar 
1018 F St, #1 
Euraka, CA 95501 

Uri tar's and Artist's guidalinas ara 
aval labia upon raquast with a SASE. Siva 
us a try, you'll ba glad you did. 



Terra Traveller 

TIMES 




GNS 




CONTENTS: Bulletins, Announcements, 
a*K4iflles, Rules, Subsectors, News* 
Reviews, Events and More! 
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